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(54) Gaming sfnd amusement macliines 

(57) In a gaming or amusement machine 1 of the kind known as a fruit machine, the 'payout factor* (I.e. the average payout 
within a period of time during which the machine is played continuously) is altered by a machine control unit 2, 5* In . 
accordance with predetermined periods of the day or week. The payout factor may be altered in response to signals from a 
real-time clock 9* and in accordance with pre-programmed information stored in the control unit 2. 5\ During predetermined 
periods of the day or week when the machine is played less frequently the payout factor may be raised, e.g. by increasing 
the payout ratio, to make the machine more attractive to a player. Conversely, during busy periods the payout factor may 
be adjusted by decreasing the average duration of a game so that more players can play the machine in a certain time. 
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GAMING ;^ND AMUSEMENT MACHINES 

This invention relates to gaming machines and 
amusement machines of the kind which are operable, 
following the insertion of a coin or token or the 
deduction of a credit, to perform a number of 
operations in a game initiated by a player^ the result 
of the game being either a non-winning game or a 
winning game after which either coins or tokens are 
paid out to the player or the player is given points or 
further credits • Such machines will hereinafter be 
referred to as of the kind described. 

In a machine of the kind described^ the amount of 
coins , tokens , points or credits given to the player 
after a winning game is known as the payout. A "payout 
factor', herein defined as the average payout within a 
particular period of time during which the machine is 
played continuously, is dependent upon different 
variables such as the payout ratio (the ratio of the 
number of coins or tokens paid out to the number of 
coins or tokens put into the machine) , and the number 
of games played in that particular period of time. If 
the machine is being played more or less continuously, 
the latter variable is approximately inversely 
proportional to the average duration of a game (the 
game cycle time) , which can vary greatly because of 
different features being provided in some games but not 
others. 

It is known to vary within certain limits the 
payout ratio of an individual machine to compensate for 
a preceding period of either higher or lower payout 
than normal. For instance, the payout ratio of a 
gaming or arousement-with-prizes machine of the kind 
known as a "fruit machine' may be increased by a game 



control device which increases the nuinber of 
programme controx aeyxv, available to 

ti,nes a •hoW or -nuage- feature « avaxlabU 
increase the player's chance of winning xn perxo 
following a perioa of low payout. 

' It has also haen acknowledgea previously that 

..Chines in locations such ^ ^^^'^'^ ^-^^^ ^^Z^, 
arcades and public houses, are P^^^^^^^^^^^- J^^^^:: J 
on certain specific day. of the weeK and ""'^ 

J. • »h= flav for instance during the afternoon 

0 tl«es during the day £o ^ ^^^^ ^^^^^^ 

between say 2 p.m ana « p.m. 
before say 8 p.m. 

Xt is an aim of the present invention to encourage 
\c. Dlay the machines during those perxods of 
15 players to play the frequently, 
the day or week when they are pxaye 

is^a further ^ ^^^^T^ ^ ^ 

20 frequently. 

A-^r. to the present invention there is 
Accordxng ^.^"^ J amusement machine system 
provided a gamxng or aw machine of 

L^prising at least one ga»in, " ■™",:,::r':;i.. 

« the Hind ^--^^^^^^Z^rl^ — as 
includes means for altering .H„„_rt.„ce with 

herein defined, of the machine m adcordanoe wx 
predetermined period, of the day or week. 

preferably. the control """'t^ " 

^ «„v factor of the machxne during 
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predetermxnea po.™- — f^^^uentlv. This 

When the machine is ^^'^ed les,^^^-»e-l^ ^ 

„skes the J" r machme may be 

Likewise, the payout factor 

altered during predetermined periods of the day 
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days of the week when the machine is played more 
frequently so that/ 'during busy times when there .is a 
greater number of players than the number of machines 
available to play, more players can. play the machines 
5 within a certain time, thereby satisfying player d^iand. 

The payout factor may be varied in different 
ways. The control device may alter the payout ratio, 
for instance by increasing or decreasing the 

10 availability of special features to increase or 
decrease the player's chance of winning. Alternatively 
or additionally, the control device may alter the 
average duration of a game, for instance by increasing 
or decreasing the average 'reel spin' time in a fruit 

15 machine / the time taken to play a feat;ure, or the time 
taken for the machine to switch to an automatic mode 
when a player takes too long to make a decision or 
choice. Clearly, when the average game cycle time is 
decreased by such a method or methods, more games can 

20 be played on the machine in any given period enabling 
more players to play the machine within that periods 

In a preferred gaming or machine system in 
accordance with the invention a plurality of gaming or 

25 amusement machines are controlled from- a single central 
remote control device which is connected to an 
individual monitoring and adjustment uAit associated 
with each machine. Each individual unit may collect 
data on, for instance, the play frequency and recent 

30 payout percentage of its associated machine and relay 
the data to the central control which may, in turn, 
send return signals to the units irf^tructing them to 
adjust the payout factor as and when required. Thus the 
control device may itself determine the periods of the 

35 day or week during which the machines under its contirol 
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are played less frequently and adjust the payout factor 
of those machines accordingly. 

It will, however, be appreciated that an 
\ ^ ^^.vice for altering the payout 
5 individual control .^^/^^^^ individual 
factor may be associated with the or e 
^chlne U,a. U,e con«ol device nay .e in=-P-"f 

"ithin or »ay be re»o« fro» the >nach.ne whxch 
contxols. 

" TWO embodiments of the present invention will no» 

^ Jscribed, by way of e.a™ple only, with reference to 
the accompanying schematic drawings in which = - 

Fioure 1 shows a fruit machine connected to an 
externaldata processing and remote control device, and 

Pi^re 2 Shows a fruit machine which incorporates 
an internal data processing and control device. 

«,e fruit machine 1 illustrated in Figure 1 

— - - T^isrrr-^rriich^u*^^^^^^^ 

monitoring and adjustment uni mstance 
the standard functions o^^_^- ^d ";ecial 

" fraturrr^brreVns 'oT intrnal wiring 3.- The machine 
isrinclu^es a communications interface ^ J^-" 
.ble to exchange information with an /"^ 

. ^rsA remote control device 5 via 
processing and r^ote cox«nunication along 

30 or by using 

the channel may take piac supply to the 

Signals superimposed on the s. 
machine I and to the processing and contr ^^^^ 
in the latter case. 7 represents J^^'-J ^„ 

35 power wiring. Another possibility 
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communication channel to use modulated infra-red 
radiation • 

Signals from the machine control unit . 2 relating 
5 to each game played on the machine are passed to the 
processing and remote control device 5 via the 
communications interface 4 and the communication 
channel 6, 7 and 8. The data processing and remote 
control device 5 can monitor the play density of the 

10 machine by counting the number of games played in a 
unit time interval determinable by a real-time clock 9 
which is able to pass signals to the processing device 
5, The processing and remote control device 5 is thus 
able to determine periods of the day (or week) when the 

15 machine is played more or less frequently and can make 
adjustments to the payout factor at these appropriate 
predetermined periods by sending payout factor 
adjustment signals to the machine control unit 2 via 
the communication channel 8,7,6 and the communications 

20 interface 4. 

Additionally or alternatively the remote control 
device 5 could send predetermined payout factor 
adjustment signals to the machine control unit 2 at 
25 certain predetermined times of the day and/or on 
certain specific days of the week in a'ccordance with 
pre-programmed information stored i^i the data 
processing device 5 and triggered in response to the 
input from the real-time clock 9. 

30 

A fruit machine system may be provided in. which 
several communication channel elements 7 are provided 
by means of which the external data processing and 
control device 5 can communicate with a plurality of 
35 fruit machines 1. In such a system each machine could 



.,v. play density ■.cnl.crea '"^ "^Z^''' 

adjusted indlviaoally by the external device 5. 

Alternatively, some or all of the fruit ...cKines 
I thilr payout factors adjusted at the same 
5 could have their payou ^^^^ accordance 

predetermined periods of the a y „,„^v „ 

^ith signals provided by the real-tine clock 9. 

The fruit .^chine 1 shown i» "^nre 2 i-^-^-; 

. ^ r,<-.»rnal data processing and 

,0 within its - V m addition 

control device = /"^J ^ „a internal wiring 

r "^heTv\:r anrrU-ti^e docK fnnotion 
3. The aevi described with reference to 

in the same manner as descrine ^ 

15 Figure 



same manner as 
, _pt that they ^r;— ^ ,1 

::re:raceTrno:Tsed^;or passmg on Play density 
information or pay out factor adjustment signals. 
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CLAIMS 



1. A gaming or amusement machine system comprising at 
least one gaming or amusement machine of the kind 
described and a machine control device which includes 
means for altering the payout factor, as herein 
defined/ of the machine in accordance with 
predetermined periods of the day or week* 

2. A system according to claim 1 in which the control 
device is arranged to raise the payout factor during 
predetermined periods of the day or week when the 
machine is played less frequently. 

3. A system according to claim 1 or claim 2 in which 
the payout factor is varied by altering the payout 
ratio. 

4. A system according to claim I'or claim 2 in which 
the payout factor is varied by altering the average 
duration of a game. 

5. A system according to claim 4 in which the control 
device is arranged to decrease the avera'ge duration of 
a game during predetermined periods of the day or week 
when the machine is played more frequently. 

6. A system according to any one of the preceding 
claims in which the machine control device comprises a 
monitoring and adjustment unit in conjunction with a 
data processing and control device enabling the play 
density of the machine to be monitored so as to 
determine periods of the day or week when the machine 
is played more or less frequently, whereby the payout 
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..ctor can be adjusted dutin, these predetermined 

periods. 

, A system, accordinc, to any one of the preceding 

Ul/s in "hich tne payout .aotor - 
^redetermined times of the day and/or on certain day 
predetermin ,„„aance with pre-programmed 

iLoItion'Ttored in the machine controX device and 
™der the control of a real-time clock. 

8 A syste. according to any one of 

ciaimt in which the machine control device « contaxned 

fithin the housing of the gaming or amusement -achrne. 

, S system according to claim 6 in which the 
Litoring and -^-ent .it^s — ^ 
housing of the raachxne and the da p 
control device comprises an external un.t rem 
the machine. 

in A aaming or amusement machine^ system comprising a 
10. A gaming « „a/<>iin«»s of the kind 

nlurality of gaming or amusement machines of tne 
f 'bed a remote control device, and adjustment 
described, ^ J^"'^^ ^^^^ ^^^^^^^ for altering the 
means associated witn eac arranaed to 

* f^r-i-^r each adjustment means being arrangea t. 
payout factor, ^^^""^J associated machine in 

adjust the payout factor of i ^^^^ 
accordance with periods of the d y 
predetermined by the remote control device. 

11 A system according to claim 10 in which the play 
d:;sity%^ each individual machines i s .o^^^^^^^^^ ^ - 

^-v-oi device to determine the perioas 
Tytr jm::;: payout factor is to he adjusted. 

. ,3. . system according to claim 11^ in ^^^^ 
factor of each machine is adjusted 
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signals from a real-time clock in accordance with 
pre-programmed information stored in the r^ote 
control device. 

5 13. A gaming or amusement machine jsystero substantially 
as described herein with reference,^. to Figure 1 of the 
accompanying drawings. 

14. A gaming or amusement machine - substantially as 
10 described herein with reference to- Figure 2 of the 
accompanying drawings. 
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